Abstract-Attitude is very important in an education, without a good attitude certainly education will not be able to run smoothly, even education can be said to fail if the output of the education did not have a good attitude in the community in the workplace. To determine the value of the attitude in elearning is not easy. In this study will try to create a method or means that can be used to determine the value of the attitude of a student in the learning system elearning. The method to be used is instructional design using ADDIE Model, where the latter begins by determining the parameters to be assessed from that attitude, the parameters used are each -each part of Affective Learning. After determining the parameters are then carried out the design and manufacture of questioner, before this questioner deployed then ever before will be testing the validity and reliability using SPSS. If questioner has valid and reliabl, then the next can be done questioner deployment and then be evaluated. Questioner from spreading to some of the students showed that students that the attitude of the students already Very Good with a total student getting very good value are 96 people with a percentage of 48%.
INTRODUCTION
Knowing the value of attitude in a learning system is not easy, there are currently very much a learning system and of course, using a variety of learning models. In Indonesia, the government has begun to allow and authorize an official to a learning system Elearning. But because it is a relatively new learning programs, such as the system still has many shortcomings. In this research, I want to try to find out the value attitude to the students in the learning system Elearning using the ADDIE Instructional Design models. The study began by determining the object and the media that will be used as the data in the study, the object to be used in this study were students STMIK STIKOM Bali, who are following Elearning classes. Then proceed by selecting one of several values in attitude, in this study I use Affective as parameter measurements [1] . Affective itself consists of the several parts or taxonomy [2] , namely receiving, responding, valuing, organization and characterization.
Instructional Design used in this research is the ADDIE models. ADDIE model of instructional design is the most widely known and most widely used. ADDIE models begin with an analysis of the situation and conditions on the ground [3] [4] , then proceed to create a design model or create a design questionnaires that will be distributed at the time of implementation to some object of research that students STMIK STIKOM Bali being Elearning classes. Making the design of questionnaires is done by making some questions where questions that already includes several questions about each taxonomy of Affective, then the result of the implementation or deployment of questionnaires were collected, and the data is stored as a result of implementation, and then the next is to evaluate the results implementation. With this research is expected eventually to be able to provide a solution of the problems faced by earlier about how do to know the affective value of the students who attend classes elearning. Because students generally get dross elearning little direct meetings between teachers and students, lack of emotional closeness between teachers and students will be able to be more difficult to provide an assessment of affective to students.
II. LITERATURE REVIEW
Previously I will explain some of the theories and methods used in this study, where the explanation I write with reference to that I got through official sources such as journals, proceedings, conference and thesis or dissertation.
A. Elearning
E-learning is a learning process that is created by the interaction with digital content, network -based services and support guidance. E-learning is a catalyst for collaboration across boundaries -national and international boundaries as well as a facilitator for networks around the world in academic study [5] . Works net facilitate the development of highquality programs and courses insuring money, relevance and catalogs a broad curriculum. Elearning is often called the use of network information and communication technologies in teaching and learning. A number of other terms are also used to describe this mode of learning. Including online learning, virtual learning, distributed learning, networking and webbased learnings [6] . Basically, all referring to the education process that utilizes information and communication technologies to mediate asynchronous and synchronous learning and teaching activities. On closer inspection pembelajarn will become clear if the educational process for a slightly different and thus can not be used synonymously with the term e-learning.
B. Instructional Design
Instructional design according to the terms can be defined a design process and systematically to create learning more effective and efficient, and to make learning activities more easily, which is based on what we know about the theory of www.ijacsa.thesai.org learning, information technology, systematic analysis, research in the field of education and methods of management [7] [3].
The term instructional system development (instructional system development) and instructional design (instructional design) are often considered to be the same, or at least not explicitly distinguished in its use, although he said there is a difference in meaning between "design" and "development". The word "design" means a pattern or a sketch or outline or plan introduction. Being "development" means to make grow regularly to make something bigger, better, more effective, and so on [3] .
Also according to instructional design as a process is the development of teaching systematically used exclusively theory -learning theory to making sure the quality of learning [4] [8] . Implies that the preparation of the learning plan should be in accordance with the concept of education and learning that is adopted in the curriculum that is used.
There are several models in instructional design:
The purpose of learning is essentially the formula qualification ability to be achieved by students after learning process. The formulation of the qualifications to be possessed abilities of students after participating in the learning of this lesson with the "behavior change" (change of behavior). The type of behavior change stretcher in outline covers the fields of knowledge (cognitive), attitudes (affective) and skills (pikomotor).
Goal-oriented cognitive thinking skills. It includes more modest intellectual abilities, such as remembering, to the high capability, such as the ability to solve problems that require students connecting and combining ideas, methods or procedures that have been studied to solve a problem. Affective objectives associated with feelings, emotions, value systems and attitudes that indicate the acceptance or rejection of something. Affective goals include the ability of the simplest level, such as attention to a fenemena, to the most complex level such as determining the attitude based on the conscience. Krathwohl, Bloom, and Masia. Psychomotor goaloriented motor skills associated with members of the body, or actions that require coordination between nerves and muscles. Psychomotor behavior neuromascular emphasis on skills, namely skills concerned with the movement of muscles.
D. Affective Learning
Affective learning is demonstrated by behaviors Indicating attitudes of awareness, interest, attention, concern, and responsibility, ability to listen and respond in interactions with others, and ability to demonstrate Reviews those attitudinal characteristics or values of the which are Appropriate to the test situation and the field of study [  Responding: Refers to active participation on the part of the student. At this level he or she not only Attends to a particular phenomenon but Also reacts to it in some way. Learning outcomes in this area may emphasize acquiescence in responding (reads assigned material), willingness to respond (voluntarily reads beyond assignment), or satisfaction in responding (reads for pleasure or enjoyment). The higher levels of this category include instructional Reviews those objectives that are commonly classified under "interest"; that is, Reviews those that stress the seeking out and enjoyment of particular activities.
 Valuing: is concerned with the worth or value a student attaches to a particular object, phenomenon, or behavior. This ranges in degree from the simpler acceptance of a value (desires to improve group skills) to the more complex level of commitment (assumes responsibility for the effective functioning of the group). Valuing is based on the internalization of a set of specified values, but clues to these values are expressed in the student's overt behavior. Learning outcomes in this area are concerned with behavior that is consistent and stable enough to make the value clearly identifiable. Instructional objectives that are commonly classified under -attitudes‖ and -appreciation‖ would fall into this category.
 Organization: is concerned with bringing together different values, resolving conflicts between them, and beginning the building of an internally consistent value system. Thus the emphasis is on comparing, relating, and synthesizing values. Learning outcomes may be concerned with the conceptualization of a value (recognizes the responsibility of each individual for improving human relations) or with the organization of a value system (develops a vocational plan that satisfies his or her need for both economic security and social service). Instructional objectives relating to the development of a philosophy of life would fall into this category.
 Characterization: The individual has a value system that has controlled his or her behavior for a sufficiently long time for him or her to develop a characteristic -life -style.‖ Thus the behavior is pervasive, consistent, and predictable. Learning outcomes at this level cover a broad range of activities, but the major emphasis is on the fact that the behavior is typical or characteristic of the student. Instructional objectives that are concerned with the student's general patterns of
E. Reasons of choosing Affective and Elearning Media
The reason why choose affektive as assessment parameters and why to use elearning as a medium of research on instructional design is because at this time, the education system in Indonesia has begun authorizing and implementing a learning system elearning [9] [2]. The education system like this is very helpful for students who wish to continue their education but are hampered by distance apart with college or place of learning.
Besides of course has its advantages, it also has some drawbacks, namely:
 Still chaotic in terms of administration.
 Due to rely solely on electronic media and distance learning, so that a direct interaction between teachers and students is reduced, this can result in a reduction in emotional interactions between teachers and students.
 Reduction of emotional interaction can be resulted in the difficulty in assessing the attitude of students.
With some of these conditions, in this study will be an instructional design (instruktional design) on a distance learning system (e-learning) with more emphasis on attitude assessment (affektive). Assessment on affektive necessary, because with the good attitude of the students, there will be a conducive atmosphere during the learning process. By doing so, the provision of material would be easier, of course, would be beneficial to both parties. In addition, at this time very much found cases -criminal cases or violations of the law committed by students. And also found on officialsgovernment officials or institutions -private institutions or mostly orng dimasyarkat. This of course caused due to a reduction in value -the value of their attitude. Obviously we do not want this kind of thing continues to happen. That's why in this study will attempt to perform a method that will be used to assess attitudes of students. And with the acquisition of some of the results of the assessment it will be known sberapa great attitude and expected value will be used as a reference for the increase in the value of the attitude of the students.
III. METHODOLOGY AND IMPLEMENTATION
In this study, researchers will use one of the models of some of the existing models of instructional design, research models that researchers use is the ADDIE Model [3] [8] .
A. Analysis
Analysis is the first step that is used in the ADDIE model, the following are some things that will be analyzed in this study, before starting to make a design quizioner [4] [3] .
 Object to be used is STIKOM Bali STMIK students who are following Elearning classes. Quizioner will be distributed to several classes with each class there are 40 students.
 Parameter measurement used is affektive learning with taxonomy as follows: receiving, responding, valuing, organization and characterization.
 Quizioner consists of several individual questionseach question has an elements measurement parameters predetermined.
B. Design
After analyzing the situation and problems in the field conditions, the next step is to create a design questionnaires that will be used as a medium to determine the output of the research results which will then take the results to be evaluated [8] [4] [3] . Design questionnaires that will be made are as follows:
Questions will be made using the system obyektive or multiple-choice questions, with two possible answers, and each answer given point so that later it can be seen the number of points that will be collected from student answers to some questions and knowable level affektivenya value. Sample Questions:
1) Do you always obey the rules laid down in class? a) Strongly Agree (5 points) b) Agree (4 points) c) Neutral (3 points) d) Disagree (2 points) e) Strongly Disagree (1 point)
Questions will be made as many as 20 pieces of questions, where each consisting of four pieces of the question for the type or types of questions based on the taxonomy of afektive learning [2] . From Table 1 it can be seen that the max value that may be achieved for each student is 100 points, and the minimum value to be obtained is 20 points, the results to be obtained will be given a range of values for the points obtained, the range of possible values is like: very good, good, fair and poor, as can be seen in Table 2 . From table 2 it can be seen that later after getting the results of answers on quizioner will be determined the range of values obtained eachs student. 
C. Develop and Implementation
Develop is make or realize quizioner design that was created previously [10] [3] and the implementation is to implement or deploy questionnaires that have been made previously to the object of research or student. Here are the questions quizioner which will be given to students: After making as many as 20 questions on quizioner, the next step is the selection of the sample, the quizioner multiply and spread to some predetermined Students, Students will be given a few clues about the workmanship and given time to work. Quizioner deployment is done through two phases, the first one conducted are validity and reliability to determine whether quizioner who has made a valid and realible. Then, if it has been found that quizioner made is valid and realible, then spread quiozioner then performed again, to get results that can later be evaluated as to whether the value obtained from each student.
D. Evaluate
After implementation in the form of the spread questioner to some students and then the supervisor waited until the time expires, then all questionnaires were collected and subsequently be given the results of its implementation and assessment, kemdian of the results of the validation test will be conducted and the reliability [11] [12] .
Here are the results of the implementation and assessment of some of the students:
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1) Validity Test
The validity of the test can be done by calculating the value of r table and calculate the value of r count, if the product moment correlation coefficient or r count larger than r table then quizioner is declared valid [13] [11] . Some things need to be done to determine the validity of a quizioner are as follows: 
2) Test Reliability
Reliability test was conducted to determine the extent to which the measurement results remain consistent [14] , when the measurements were taken twice or more of the same symptoms using the same gauge as well.
Criteria for a research instrument is said to be reliable by using this technique, when the reliability coefficient (r11) > 0, 6. Here is the requirement to measure the measuring instrument according to Cronbach Alpha table [15] . Reliability testing can be performed with the SPSS, the following are the results of reliability testing using SPSS: Berdasarkan table Reliabilty Statistics yang telah didapatkan dari pengujian menggunakan SPSS, maka dapat diketahui bahwa instrument penelitian dinyatakan reliable, karena nilai r 11 = -0. 650 > 0. 6. Based on the table reliabilty Statistics which have been obtained from test using SPSS, it is known that otherwise reliable research instrument, because the value r 11 = 0. 650 > 0. 6. Having done testing the validity and reliabitas against quizioner that have been made, then quizioner is declared to have valid and reliable, meaning quizioner this can be distributed to several respondents that later showed a value of answers pertanyanaan which have been answered by the respondents, the following are the results obtained from the spread quizioner has been done: 
IV. CONCLUSIONS
Based on the evaluation of the questionnaires with as many as 20 questions that each contained four questions about each Affective Taxonomy has been created and distributed to 40 students. Where previously the questions that have been tested for validity and reliability. From the results of the evaluation showed that there is a maximum total value obtained by a student is 82 points (Very Good) obtained by one student and no students are getting less value. If viewed from each Affective Learning Affective Learning Taxonomy have maximum value is on Responding to the number of students as many as 23 people with a percentage of 57.50% with a range of values Good. Based on this study concluded that based on questions spread was found that the value of the attitude of the students already Very Good. Expected by this research will be used as a new knowledge or can be used as a reference so that later can be used further and can help in assessing the attitudes of students, especially in elearning learning system.
